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Deilhtrip Dungeon. the Beginning 


tint Hr nrnmt » Omttmtp OtmjK* AMMmm t«*»«**< 
M mnr rttptmtmrl n Mm Ilmmtvn tmtt am «*»» 















ou see Baron Sukumvit himself standing by the entrance, waiting to 
wish you well, along with a great throng of townsfolk. You turn to face 
the silent crowd. To them, you are their last hope. But you can tell 
from their faces that they do not expect you to succeed. After all. 
many have tried, and many have died. Even the great Dragon 
himself does not seem to mind these attempts to destroy him. It is 
said he enjoys the sport. Nevertheless, you are sure of your 
abilities, for you are strong and fast, and undefeated in battle. 

ou take in a final deep breath of cool fresh air before 
turning to pass between the stone-pillared gateway into the dragon s 
corridors of power, to face unknown perils on The Walk through the 

deadly Deathtrap Dungeon. 

Deathtrap Dungeon, the Quest 

our quest is to slay Melkor the Red Dragon and get out of the 
dungeon alive! As you progress deeper into the dungeon, you 
will need to collect all the weapons and magics you can to aid 
you. The dragon is a disgustingly powerful enemy, and he has 
many allies, some of which are almost his equal in power. You begin 
the game at the start of the first level, the Spire. As you complete each 
level, you will be given a summary of your performance, and a short 
mission briefing on what you need to do to finish the next level. 
Good luck, and may the gods of Fang go with you. You II need them. 
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The Meat Cleaver - 
Customize Your Controller 



Selecting the Meat Cleaver takes you to a 
screen where you can choose from 3 fixed 
Controller button configurations. Use the 
Directional buttons and the (X] button to 
select. Press [A] if you want to go back to 
the previous screen. The available 

selections are: 
Default Configuration A 
Default Configuration B 
Default Configuration C 
The Blue Triangle Icon (Takes you 
back to the previous screen) 


After you have chosen the configuration you prefer, you may 
wish to return to the Main Menu and select the Brain to save 
your configuration. If not. the configuration you have chosen will 

only be used for the current game session. 


The Brain 



From this screen you can choose to load or 
save the sound and controller configuration 
you may have previously selected from the 
‘Meat Cleaver‘ screen or Ear Screen’ using 
the Directional buttons and the (X] button. 

Press (A] if you want 
to go back to the previous screen. 










F,: urw w r.'mT-i y>- rwrd t Wkwf L^'. k rti*V-v^ £M'~ 
->.r I .< 4y ftav&S»i:*'~ B«* i* >*-« vf bp# Unck in j 
l^rtJwMV W.WI fkimup 0^8™ <*'’’* GwyiTv^ri 
Ills -i rwvJj*-- |m "m*** •*•« EiHh e™ yuu i*. r ihr 
r U-+1 gnnf *M -J- ,»w«-nn 


Tuu i*i o»i mv* »y *MTK nihfr. pntoltojiCT M Luhn w* *1 
•ijKf 1 m roM -n dm >TYif ™ *4 Itnw V** rmm «r 

SnftfilM y py 5>~ \rj lijmj ihirtK'to Dn-fm ft*. 

■rtti 4 jflwnjvwvr mrm ion l*| » MP4 *W< rf- * -m to n.i 
m iftm n ifv-yfl **t> nm |«- —t 
ryyn M £u* * £m-M I CjSotl {rowra »4 ^.nT 1 
SCutflCip-* ftpw JiM H HX*I0«I " *" >f«i 

lh<T- r-r IVfl Ar'w^V-11 il'iil ih^TTfl IIIM 
*14T- ft.-J «<■ rrjj |««M«I Py+f K>™. ■*»" 

TJ» uy n» fa* uncrtf hivr try 
MVnJ HA’ry M iMTr *■-P 







Controlling Your Hero 

These controller commands are defaults only. You can customize your 
controls via the Main Menu, selecting Setup, and then selecting the 

Meat Geaver. 


Movement 


[Directional button Up] Walk Forward 

[Directional button Left] 

Turn Left 

[Directional button Right] 

Turn Right 

[Directional button Down] 

Walk Back 

[ ° ] 

Run 

[O] plus Direct tonal button 

Down 

Run Backwards 

[L2j plus Directional button 

Left or Right 

Shuffle 

JL2] plus Directional button 

Up or Down 

Shuffle Forward or Back 


If on a ledge, your character is guaranteed not to fail off the edge whilst shuffling. 


[ X ] and Directional button Up 

Overhead Cut 

[X] 

Thrust 

[ X ] and Directional button 
Right or Left 

Slash 

[R1] 

Parry 

fUl 

Cast selected spell 

[X] 

Shoot ranged weapon 






















Jumping and Climbing 


[A] 

4 

Jump straight up. If 
walking or running, you 
will leap forward. The 
faster you are running the 
further you will leap. 

There is a jump indicator in the top left of the screen 
indicating your maximum possible jump distance. 

(Al and Directional button 

Left or Right 

Jump to the left or right 

[Al And Directional 

button Down 

4 

Jump Backwards 


If you hit [Al whilst facing a wall or block, he or she will climb 
up it. if possible. When the character jumps on the spot, then 

the climb s too high for him or her. 


r Activating Things, Searching For Things 

Levers, doors, platforms and other devices are generally operated by 
moving close to the device and pressing the (“11 burton. This might, for 
example, open an unlocked chest, start a platform moving, reveal a hidden 

door, or even activate a trap, killing your character! 

Health 

Chaindog and Red Lotus start the game with 100 hit points. 
If this total is ever reduced to zero, you re dead. So watch 
it carefully. Hit points are displayed as a number beside 
the white skull In the top left hand corner of your 
screen. As you become dangerously low on health. 

the skull will start to flash red. 




















Weapons, Spells & Charms 

Press the [Select] button, and then use the Up and Down Directional 

buttons to cycle through the four menus: 

I 

Close Combat Weapons 
Ranged Weapons 
Spells 

Potions and Charms 


These are displayed as a row of boxes along the bottom of the 
screen. If a box is filled with an icon, this indicates that you have 
picked up that weapon, spell, potion or charm. Use the Right and 
Left Directional buttons and the [X] button to make a selection 

from your chosen menu. 

Your currently selected weapon and/or spell will be displayed 
as an icon in the upper right hand corner of your screen. 
Beside the icon is a number telling you how much ammo 
your weapon has. if applicable, and how many spells of 

that type you are carrying. 

Close Combat Weapons 

Only one of each weapon can be carried. 
A row of boxes will appear along the bottom 
of the screen. If an icon fills a box. this 
indicates you have picked up that weapon. 

Selecting a weapon will arm the 
hero/heroine with the relevant weapon. 

Use the Left and Right Directional buttons and 
the [X] button to make your selection. 







6: Venom Sword 



Sick to death (literally!) of getting poisoned by the more 
unpleasant denizens of the underworld, the Elves forged the 
Venom Sword, imbuing its vicious spines with the deadliest 

toxins known to man. Especially effective for out-poisoning the 
poisoners of the Dungeon, the Giant Spiders and Scorpions. 
The power of the sword degrades with use - eventually it 

will disintegrate. Type: 





7: Magic Warhammer 

Forged by the king of the dwarves best blacksmith, Arakad 
Stinkbeard, this is the only weapon that can harm the 
Rockmen. ancestral enemies of the Dwarves. And it s an 

excellent helm-splitter in its own right. Use with joy. 

Type: 




8 


: Unarmed 


Fist and feet, the last resort of the desperate. Still, a 
good way to conserve your weapon stocks, if your 
opponent is easy meat. Except, of course, there isn't 

any easy meat in the Dungeon. Type: 

Ranged Weapons 

Only one of each ranged weapon can be carried 
- except for bombs. A row of boxes will appear 
along the bottom of the screen. If an icon fills a 
box. this indicates you have picked up that 
weapon. The amount of ammunition that you have for the weapon is 
displayed alongside the icon. Selecting one of the ranged weapon icons will 
arm the hero or heroine with the relevant weapon, (If an icon is present). 




An icon of the weapon selected will appear in the top right hand corner of the 
screen, along with a number showing how much ammo you have for that weapon. 
When you pick up ammunition (firework rockets, blunderbuss shot, and dragon s bile) 











5: Flrethrower 

A modern dwarven device, the Firethrower can bathe an 
opponent in rolling clouds of flame. Needless to say. this will 
inconvenience your enemies not inconsiderably. Use with 

care as the ammunition, dragons bile, is not easy to 
get hold of (as you can imagine). Type: 


•00 

0 \ 





6: Flamelance 

The Flamelance fires ethereal pulses of magical energy. ^ 
causing the target to disintegrate, pulse by pulse. 

The Flamelance itself will disintegrate once its _ 

charges are used up. Type: 

w 7: Chalk 

Selecting chalk will mark the ground you are standing 
on with a white arrow. The arrow will point in the 
direction you are facing when you selected the chalk. 

Use it to negotiate the dark and deadly mazes of the dungeon. 



—za 
\Y 


Spells 


Your currently selected spell is displayed as an icon on the upper right 
hand corner of your screen. The number of spells of that type you have is 
displayed as a number beside the icon. There are limits to the number of 
spells of a specific type that you can carry. When you reach that limit, you 
will not be able to pick up any more of those spells until you have used the 

ones you are carrying. 



Use the Left and Right Directional buttons and 
the (X] button to make your selection. 


Pressing [Li] will fire the currently selected 
spell. You can cast a spell even if you have a 

weapon in your hand. 












7: Arc of Power 




Gills on the power of the Storm god to strike up to 3 of your r - 
enemies with bolts of incandescent lightning. Shockingly 

effective. Type: 

8: War Pigs of Doom 

A bizarre spell, said to be the product of a deranged mage, 
the War Pigs spell summons strange suicidal pigs from 
another dimension. Their sole aim in life is to explode. 
Preferably next to someone. Including you, if you re not careful. 

Type: 

Potions & Charms 

% 

Selecting a potion or charm will activate the potion or charm. 

(if an icon is present). Some potions and charms start 
working as soon as you pick them up. There are limits to the 
number of potions and charms of a specific type that you 
can carry. When you reach that limit, you will not be able to 
pick up any more of those potions and charms 
until you have used the ones you are carrying. 

Use the Left and Right Directional buttons 
and the (X) button to make your selection. 

I: Health Potion 

A pleasing balm, brewed by the kindly priestesses of the goddess 
of peace, health potions are a must for any enterprising 
adventurer. Collect as many as you can. and use as few as you can. 

2: Antidote 

One dose of antidote cancels the effect of one poisoning. This usually 
happens when you re bitten by an enormous, swollen spider or stung by a 

gigantic scorpion, so collect as many of these as you can. 


































Instant Effect Charm 

The following charm starts working as soon as you pick it up. 


Ankh of Vitality 

The Ankhs were made by a great Healer, and provide i . . 
a surge of health for the bearer. The Ankh 
adds a hundred hit points, even if it takes 

you above your starting total. *-« 


Keys 








Various keys are 0 —* 
hidden throughout the 
dungeon levels. Which 
ones you have are displayed as 
an Icon with the spells, weapons 
and charms menus. Keys are colour- 
coded and only work on the level 
they are found in. There are three 
coloured keys. Red. Silver and Gold. 

Treasure 


In Deathtrap Dungeon™, 
treasure takes the form of Gold 

Coins and Crowns. The number L_ 

of Gold Coins and Crowns you pick up in 
a level affects your score at the end of 
that level. Gold Coins and Crowns can 
also be used to buy saves at save points. 
(See Saving the game ). Your total gold is 
displayed as an Icon with the spells, 
weapons and charms menus. 








The Denizens OF Deathtrap PinigeoTs 
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Customer Helpline 

If you require technical assistance, call the Technical Support helpline on: 

070000 HELPLINE or 0121 3S6 0831 or e-mail us on 
Techsupport@eidosinteractive. co.uk 

All telephone charges incurred by you in connection with this facility will 
be met by you. Eidos Interactive shall pay postage costs in returning to 
you any program which is returned to Eidos Interactive by you under this 
agreement but shall not be responsible for postage costs incurred by you 

in returning the program to Eidos Interactive. 


(death) trapped 



or 

Would like to win some unique Deathtrap Dungeon Merchandise 

THEN CALL OUR RECORDED HELPLINE ON: 


0891 66 99 22 * 

‘Please note that this call is more expensive than a normal call and calls 
currently cost 50 pence per minute at all times Callers under 18 must obtain 
the permission of the person who pays the phone bill prior to calling 
Service operated in the UK by: 

Eidos Interactive Limited. Unit 2. Hotford Way. Holford. Birmingham. B6 7 AX 








Limited Warranty 


Eidos Interactive reserves the right to make improvements in the product 
described in this manual, at any time and without notice. Eidos Interactive 
makes no warrant es expressed or implied, with respect to this 
manufactured material, its quality, merchantability 
or fitness for any particular purpose. If any 
defect arises during the 90 day limited 
warranty on the product itself (i.e. not the 
software program, which is provided "as is"), 
return it in its original condition to the point of 
purchase. Proof of purchase required to effect 
the 90 day warranty. 
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